Creating DTM’s or TIN’s (1-1-2012)

Data Acquisition is the preferred method for creating TIN files. Help is available under DA
describing the steps involved. The steps below are becoming outdated although still used
more often when photogrammetry, field, and possibly Lidar data is extracted from a 3d file to
create a DTM. Currently Surfaces are stored in an external TIN file. With Microstation &
GeoPak SS3, Surfaces will be an element type in Microstation (In other words, the DTM is
stored in the DGN file). At this time, TIN files are required even if with version SS3.

Create DTM from 3d Spot Shot/Breakline Survey - Building .DAT &
.TIN files.

1.Extract Graphics (Spot Shots) - From 3d file, set the Extract Graphics dialog as shown below,
symbology may change some:

I} Extract Graphics E|E|@
File Mame: | DRIG. dat Ql
Flleulpe Azl | Decimal: | 3
File open: | Create W

Feature: | Spots W

Mode: | Extraction b

Search Criteria

Lw Mames: | #_POINT |
C] i
Colors; | O N
[l i
C] i
C] |
[ b atch ] [ Digplay ] [ Fezet ]
Extract

Wi 1 w

Tag Apply




2. Extract Breaklines

"1} Extract Graphics

File Mame: | ORIG.dat |
File type: | Asci w | Decimal:
File open: | Append w
Features | Breaks b Stroking
bode: | Extraction v |

Search Criteria

O | | |
H | | |
O | | |
O | | 1|
u | | |
Types: | 34111216 =
[ b atch ] [ Drizplay ] [ Fezet ]
Estract

Vewl ]

Tag Apply

3. Building the TIN.

2} Build Triangles

Data File: | orig dat | q
1M Fils? | orig.tir | Q]
Digzolve Option;:
Side Length:

Frocess

Plotting a TIN in a DGN file (Load DTM Feature)




File
LoadFile: [TIN 1+ [ crig.tin | Q] [ Load

Dizplay Preferences

Load: [] Diizplay Only [ ] Graphic Group

Feature Level Color "eight Stle | Display #
Triangles DTM_¥_GR.. iwly Byuly Bolw 0ON W
TIN Hull O efault 1 ] ] OFF 1 @

Contours OFF
7
T

1) set Feature

Symbology
Color: | Eylevel |
Siyle: | (0] ByLew + |
Wigight: | (0] ByLew » |
-

Plotting Contours in a DGN file (Load DTM Feature)

’:‘ Load DTM Features

File

Load File: | TIN %] | D:Mtempaitshsy 4714 tin | g Load

Dizplay Preferences

Load: [] Diizplay Orily ] Graphic Graup

Feature Level Color | “Weight | Style Dizplay | #
TIN Hul Default 1 0 0 OFF i
U 3!

Major Lines DTMC..  Bulw Bwlw Bulw 0 B
bajor Label DTMC..  Bulw Bwlw 0 0 :Q‘
Minor Lines DTM_C... Buwlw Bwlw  Bulw OFF 7

Minor Label  Default 3 0 1] OFF ™

tinar Interval: | 1.000 tajar Interval: | 5.000
Smooth: Hegistratinn: 0.000 b irimum Area; | 0,000

Mirimum Z: | 339.972 | Maximum Z: | 398953 | | Read




DTM Camera

The DTM camera allows you to easily navigate your plotted DTM to check for errors and view
your DTM. It makes moving around in 3d very simple. It is invoked under all available DTM
pulldowns or menus and it is shown below.

B
2 w2+ =¥ «lal 2

7

1) Tag the Surface Camera Settings button. 24

2) Setthe camera settings as shown below. If needed, change the CAMERA VIEW to 5
and change the )
! surface Camera Set =101 I

Conmol¥iew! 1 ¥|  Cameratiew 5 |

¥ Only window center when orienting

Frant Clip Digtance from Camera: I 0.1ao

Back Clip Distance from Camera: I A000.000

Define Flight Fath: by Paints vI

Inzrement; by Mumber of Frames "l IEEI

Camera and T arget both fly ‘"’I

Diigt to Target; |15.EIEIEI
™ Skew to Target: [0.000

View 1 (Top View) & View 5(I1SO View) should be both open.

3) Tag the Locate Camera & Target button. E
a) Check the CAMERA HEIGHT box and enter 5 or 10.

Seftup Camera

Standard Lens? Custom |

Angle; | 806
Focal Lenath: | 25.0

W Camera Height: | 5.0000
[T TargetHeight | 50000

b) You'll be prompted to “SELECT ACTIVE VIEW” and you’ll DP anywhere in View 5.
c) Next in View 1, Snap to the TIN elements & DP the camera location and then do the
same for the target location.



. CAMERA DP

4) Tag the WALK CAMERA button. |ﬂ|

5) Make sure Camera Height is checked and set to 5 or 10 or somewhere in between.
This is the height above the TIN.

¥ iCamera Height: | 10.0000

[T Prevent Camera Collision

DP View 5 and move your cursor in the direction you wantto go. A White Dot will appear
(See below) which represents the camera location. The further you move your cursor from the
DOT, the faster you will move. You should also be able to see the camera in View 1 if needed



for orientation.

View 1



